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[11*911] =e:-i}Hz^^tih!^^^^^i^^izM 

i; 0 ffl*^ A" 7 t c7)®-c-a^ co^r-- A^^aisr«ai L 
mmimi'^:^^i,zmit.mw:^iti>Mmy-M.mmmm 
^^^^i':^tzM^imsm^X'h'yxy~M.^u<7)m 

m-thTdimim.^^mjm^zn^-v. nm^-j^cr^wm 
mfmT(r)'j'-ti:< t h-1m}^^zi5\.^xm:(r)m^im. 

xmiy-j>.mmmmb\i^ t>\,zmti:hy-j^^m.cr> 
wm^iznmLxm^^fifzT'-^^^t.'thzb^m 

-v 7 ^' ^ *>^> ixS t <rmx^i> 

I. 1 X«i: 2iB«co*t«gy-Aie 

A- 7 ^ 9<mm:mmmiMm^<r>-m\,z 
ai s fLTt y-d^mmf^ -v 7 *^ a> **jE-r -i. >-t 

ThmS{MzW^^'7 9-9<r>^'m:^^X\i^h Z t ir^mi 

LT SftgPW*^ ^> £Oit^{cjED t /^.r i) $r fi^ *«-^ ^ i: (c 
<t '9ffl#=^f 7 ^ i^' i:<?)^-C-«'trcO:>-'- Attai5-?||th L 
^**4.**i?^'-A^firl'\ S*«g^-'-AicMjit-i.(*lS<7) 
WeiSr Hfiffi^:-^ (CJgtfi**§-l*-SSt«g^-'-Afe*W« 

#^ ^ 7 ^ s jgstT'S) o T y- Attiftc7)ffl 



tix\>^^y-j^mis.tf^-r^i'^^mtiiL. mm^ti 

J: '9ffl¥^A'7^^'fc<?)ra-c«'?<7)y-A*s3i^S[aiL 

^A5^>^f«^'-ASrfi^v\ Migy- A tc^ji-r -2.1*1^60 

Bm2:HtFie^:-:J'{C^^-r^*tigt'T^jj-y-Ajia-fS> 

^ ^ ^ ^ tc^tri. aeitsfcT'S) o t A^ijicoa 

mEy-A^^^^ft(JD^3-^-Sdf+9^?^{c^ 

^ Mm-t hiismmi:Mm^miz & a @ 
^fat, «lg^^'-A<7)^$&StA*^T<7)::i'-^< tt-:^rB$ 

^^^^^mi'^--s'\,zm^'fhmmmm.m^^ 

5:? rJ' t c7)^T'a^<?)i>^-A:Ki£2-?||!±5 L^*i^> 
Jtll^--A$-fi=v\ M«igy-A{c:Bg3i-r.SrtWS:^tf 

B?ie«^#atc^$ *f*8y*-Aia*B«# 

:g.df Ar 7 (cwa-r s 1 1 i, t wey- A^^intticw 

Buie*fig:>-'-Ai03ifif{cf#-:. x^^'t:hy~j^mm 
\,z. my-M,mLi,zmm-th^^ry'^^i,znmthmm 
im.i:mt«imz^ Lxtm l , nmy-j^a)Wn\.z 

s^'-A«iJist/^^-v7^:S'&ttajL, ttaj^tt/cy- 

i-zmm-t^fHm^'^timm.^f^^L^ i^^^tLfzmm.^ 
mMm^ji^mzm7ik^-\thzt ^mmt-thnmy-M^ 

[000 1] 

ABW±«0 e A- 7 ^ tcSt«gtc:M^|,S<H«i:SI 

(o-/pr^^>:/) ^fi=i5ii-i,**igt'T5ry-Ag 
B. **ig>-'-Aie*HM^^^a^^sijffli^rasy^t«>-'- 
AiB»Bfiif^^^s^je?rD:r7 Aicra-f 2. i:><r>X'$> 

[0002] 
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[0003] mz, mm'^^-y:^~i:mtfc:^7i^-yy 

-Mz)5\,^x. ftm^^ti^mm^ithm. mmismi:m 

Lxm7jy^tLtiiCr>i^ht, z<r)^-^^ MmizmiVtz 

S) tiif)mm.$tix\<^mm<^M.tii l $r*m/^:fc«B 

mz^^XiH^hZbizX-yX. *fig^m*>'^S^$^^^. 
[00 04] 

[||HB*i»^LJ:pt-rSilgi] L*>L^*i^>, ±iS&f 
- A 7 >- SrtTo 7t ^ -ir 5 ^ ^^(5D i ^ {c # 4pA6T 

X'$>*). t^oT, ^ait<7)3E:mcfegt<, 'jr;p® 
[0005] *^Bg{i, ±ie<7)raa^»s^-ri./ii6{c^ 

[00 06] 

^f)^^<^t^l,ZjBtt:'nm^ffh-it:hZ tizj: 

y-/>.$:ffv\ i(imy-j^i,zmm^i,p^mcomm^mm 

izi3\,^xm±<^m ni^mm^^^nx^^h y-j^^dm 

wm.L. i!^wi^tttimmmmmimti^-9i.zm7r^^ 

[0007] m^me{,ztm(r>^m±. =^-9^zm^.^ 
tLh^u,^-^y9 9^zn Lx^a^uwi^hcr^m'^i.zm t 

!tffi!»Srfi=*)-ti:^ Ztl,zX*) ^^iS^t m^X-m 



■^mmy--uismm^i^^m^.mmijmx'h'^x . # 

mzm^^Ktz^-^i^^^imtxa^. mriey-A 
«ia3^*«o^3"r § ^ ^ 7 ^ (cif-r jsf as 

y-M,^UM/^-^y 9 9ti^tynmmi^mm-hw^ 

mi^'^-9\,zm^.%^i:h:L):.^'i^'^}:.^^X\^h. 

[0008] m^m i,ztm<rmm. 

tLhBB^-ry^^izM Lxmi^^mi}*^<7)m^izm t 

y-Mzmm-^ n^(rmm^mti'^-9i.z^-t^M 
m^T^y-M.^m.xh->x. ^^^y9 9i.zM^h^ 
^mtz'h -> X y-2.^U(rmmmzw&^ixfz^~9 

<m.mh^\v9 9\izMtmm-h^^mL-kmi 
^tg(c##^saa*&^#-^st , MmY-j^(rm)i& 

mtii^tLfzy-M.:\Kim.v:^^y9 9i)^^Mm 
[0009] zixf>ff)mmzxtni. Mmy-Mi. ^ 

-^izm^^tl^^^^^-^^ 9lzMLxmf\F§litti>^(i> 

<^m^i,zmtt:nm^nh-^t6~itt,zx ^m^^^r^9 
-?■ LT . Mmy-MzmL-th n^<rmmi^fsm=f:=.9 

\,zm^mm^ixh. -t^hib. ^-cy9 9m^cr)}^Em 

mxh -> X y-j^i^ucD^mizm^ § titi 9 fj^^ 
mimtix^j:^. Mmy-j^^x^sd.y~2>.mi'm^ 

^n<^%m^t^^y 99^zMthMmt^mB^mt^ 

( n-^ ^v99X'h':>x m-y-M.mi(r> t # tcti ) 

ll«LT#-^§iiS^ta:^rS. Mmy-J^ 

'px'miy-j^mi<7)^tm2^tL^ t . im-t^^ 

-^^99l,zMLXim±Lfzmmi:tmLXii^ . Mm 

y-j^mTmizmy-M.^mzMm-ti>&. a ^miimm 
txn^^ii. Mmy-j^f^x-mBy-j^^ 

9^zMLxmy-M.^mzMPb-timmmLi)'^mmLx 

< t h~iim.^^zi6\^xm±.(^&.B^mtm^-^tix\,^ 
hy-M.mL&.i/^\^99tm^^ix. Hi^^Ktzy 
-j>.mmif^^y9 9tt^hMmm^wm-hmmi 

-9<,zm?^^ix^, ttz. ^-^y99mKf^<mmm. 
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[00 10] li^«2CciS«(7)^B3{i, miBT-'-iftc, 

iz^Mi. ^^^i'^tfifim^izmmLtin^m^^ 

^yfzy-j^wsL^mzm'tx . mm-r^^^-y^i^iz^ 

^{t^tixmrniz'^tsy-j^^mmmmb^^ . 

^ g -v ^ ^ ^ Sr ^tf aSfccO^ ^ 5 ^ $ 

^ i ef— t ^s^c7)ffl#4f 7 ^>^« $ ix -i. ffl 
2 s«^o^^!l!8y- Afs9fBmf^«^s^ffliTo:5^5 at 

[0012] imm4 i,ziEmcr>^mi,±. ^ 

t&simmvmm<r>-mzmn-tt z t ^mLt-rtm^ 
1 - 3 ■^-mf}Hztm<7)Mmy-Msmmm.i¥^m 

[0013] i«*«5tciS^c7)l6BJ{±. i^«>-'-AlcP5 

mu.znLxi^mL-!ifW^Lx\^^hfz»>. iB*a«co« 

[0014] it««8tcie®<o^HJ{i, 

tT i A- 7 ^ lcmS<7)^f »5:fi=i?i2-|. ^ J; 

i.j^«ty-A|e»Bm^^^^^^Jfflira A-C'*> o 
#^A'7^:J'tcWjS-ri.i:fct>(CB?iiSy-A4^iJift 

BtrlE^:tigy-Ai7)jttftff-5Tl6^-r^^r'-A«iJl 

ftic, igy-A^KijiLicM^-r^^-v^^^'cwjtE-ri.a 



i<zf^ 0 ^M.<^m^i.zi5 V ^x 3r«coa B tgaj&^rt--^ § ixx 

Aie»Bttl^^^*S^Jfflira;/^AT$>^. 
[0015] c:<7)1f«tc;J;n«f . **«y-Aie*Hfilf^ 
^^^Jfflira^^Ati. a^^gtc^^^xSSE^ 

^p^i,zmm(^nmt:niyit^zt(,zX'>x . ee^^ 

5 ^ ^ t iOraTa-^rioy- Atti5iSr?a 

aiL=5rA>%*^igy-A^^TV^. iS««y-AtcM3I-rS 

Ky-Aievwfiif^^^s^jprDrj^^Aji, #=^-^-7 
^t^rais-r-?. 1 1 izmsiy-j^mtmiznmLxm. 

^^tifz^'-:PX'h^&:St^&^:^iibimL. mi^m 

y~M,<r>mmz^-oxm.-thy-j^mimz. my- 

M.^mzmm-r ^^Ary^f 9i,znm-r^mnmm^^m 
TOc^sLTiaiit, nmy-j^(mmzr^omm<r> 
t^^.i,z}i\.^xm^<r)^m^m'H^^tLX\>^hy-j^^ 
mmJ^^^'ypp^miiiL. mta^titiy-j^^dim/: 
^^y9p \,zmm-h'f—9t^t:>y-j^W5i^zm&'th 

Wizm^^-^h. 

[0016] ifm^cr)imy-j--i^imm'm.mmrvi 
yyi^imn^fttzy-2^^m<r>imM\i. y-Asia 
<n^yYu-yts:>£<nwmvi-kim\^x. y-2>.mm 
izmt ^^iitz^-^^t'<r>m^^^mzm^^ti^^E,^ 

^ y P ^^zM-Thi^lzMlxi-t^nyikm^i: ge^^ y 

p^iz^t. n&i-Tyi^^i,zmm<7)'mi^^h^h. 

^ixhm^cr)y-M.mii^tsnmy-M.i'no . m^y 
^t\.hm^ <r)y-j^wsnii'»>^^^tirzm^mzM 
'i\<^xm^^Kfz^mt^j:r>xi5y) . nmy-M.ffyy- 

[0017] :i<7ii.o^j:y-2^^mzmA-th^m^is 
tmmim.mmruyyM.izii'^x^^fih. -t^ 

hh. ^lg>-'-A^S^-r^#^^7i?^icMjit--I.J: 

t i> i,zmMiy--t^^umzi(im txm.^^tifzy'- 9 x- 
h h a y- A^sim l t:.ixtztm^^kt. tz 
iiy-M.mm.\>zmm^ixi,ssm(.mzi'mm^tvcii 
0, mmimy-j-<r>wn^z[jf^^x^-thy-j^im 
mz. ^<r>y-M.i^mzmm-^^^ry 9 9 ic^tjc-r ■& 

-A4ieiRRy^coy-A«ia(c*3{tl.=^A' 5 ^ ^ffiStfO 



:(5.) 002-273048 (P2002-27ZI8 



[00 18] 

Srdi.-CV-'l., 0 0«. CPU (Centra 

1 Processing Unit) 1 C PU 1 tCSf^E^il^r H 

[00 1 9] >'^'^7-f >2{c{4, -(y^-yj^-xm^ 

4. RAM (Random Access Menory) ^^^^^^r-S^-Y y 
?(=t0 5. ROM (Read Only Memory) 6, ^*3SI1IK 

>y-^l 0, #^rn-fe-y-tf 1 1 . y-'a-yi 2^ Ay9 

-yi.-x)si^i 3tinim^Kx\^h. 

[00 20] JSBroHry-if 1 0W±> >''<-y7r 2 1*< 

^'j i:V^3. ) 22ifmm.^iX^ ^l^rn-fe-ylfl Itc 
{i, ^N'v7r2 3*«»g?$nSfcftlC. tiitg|BlSS2 4$- 

1 2tC(4. ^N'-y 7 r 2 6*>'JS^?*i& Jtj;. iS«Mft 
Y^^f^2ii3'^mn^1x. ■iy'p-yx.~y^mk\3\,z 

{4, 'J 2S*-'«i^$nSi:J^lC. ^yYu-y29 

ti<mm^tix\>^h, 

[00 2 1] icoy-Av';?.f-A{4, fflj^tCietT-eiT) 

LXmf&^tlX\^^i%^l,Z}5\>^Xit. ^~9 22mfX 
tr-;& 2 5 (4:>-'- Aa*«= 1 0 0 1 {4SiJ(*:i: ^§ . - 

-fs. z.<^Y-j^'^x^j^immm>^\^xmwL^ixx\^h 
«^ict5v%T{4, muz^-f'mmmM.'t^x-wm.t 

ti:-^X\^h locoffifictciRtt^ix^. 
[0 0 22] ifvT, ^:coy-A5^XT-A*<>'>-— y-^;^a 

\^h^^\.Zii\yX\t. ^-^2 2{4. 3>-fj.-5'ffl<:0 
T^xyu^izMmL. fSMTa-fey+M 0, ^?sro 
•fe-yifl 1, #3filHlSS7<4, 'eii^ixiSiim2 0 0lc 
lEil ? ixT v-* |> r n ^ 7 A-r - ^' t < t4 3 y t 

jL-rj'^TjjsssxQ -y h^c^g©s^^i.te5fi^- h'±c7)VN- 

13{4. rJ>'b-A-:5'<ot£5S^D-y htc*gm$ixi.tS3S 



1, 23, 2 6li. ^tl^'ti?(^ y?(^*J5^L<im 

^tix\.^^m^imi,zLxmmri>. 

[ 0 0 2 3 ] a 1 iz^'r^m&mmt,z-:>\,-^xmm 

■ra. :J^7 7-f •y:^Xx-:J'^ro-fe y-9-3{4, CP 
U 1 £0l^i>tf3ro-b .y^i: LT«0f5SiJSr*Jt-r. .-T^ 

ClcO^/^^-f •y^Xv'— :5'*^7*o-b y-9-3{4. 

9 V)V<rym%^. M^flSaatcJ: Otf a , :L<ny=yy -f >y 
^;^.T"-^*^rn-fe -y^f 3*iff di^isQ-ffli: LTJ4, 
C P U 1 ^>ttl&$iiSBmx- 2 J>:7C^ L < {i 3 

^ s irniBix-^ t \,zm^\ yX . «i®:**B«<7)^ 

S:, St/^C P U 1 tcil-rijaa^, ^^mt^\.zW^tvtz% 

mt^h(mmz^\:,xm%.<mm:^-ti,mmffih 

[00 24] ^y9-Vx.-xmkA\i. wmfrf<>^ 

X , mtii-^'^x-^ hyy^' 4's-)um<7)^^ yf- -f yy 
xm^-i y^—y j^-xmx'h^, ROM61C 

<r>yuyy ax- ^' A^'ieii^ ^it v ^ & . v^;ua y 

\^3L~9'CM^l£. B I OS (Basic Input Output Syst 
em){=fflS-r^. 

[002 5] #3SI11S&7{4, ffitHlC^t-TS J P EG(J 
oint Picture Engineering Group) ■«?>igJgtCjCtTScffl 
ortb^SrillBtwji^-f ■l>MPEG(Moving Picture Engineer 
ingGroup)lcJ^ML/i'Y i OS^^tt/i 

3— F5aH|(VLC : Variable Length CodefCj: OXVrJ — 
H$iXJt-f-:J'«0T3- K) , jtM^^k3!!ia, I D CT 
(Inverse Discrete Cosine Transform) SliS, -i yhy 

m^mjt^m^x'hh, 

[0 026] «Bro-fe-y^f 1 0(4, m^B^^T (17 

I— A. mi.i,iT=\/(m) rttc. cpui*-'i%tT 

■tSiiB^-^tC»'^V^T , >'N*>y 7 r 2 1 tcM^Sfttajft 

[0 0 27] yN'-y7r 2 H4, mHiRAUij^htc^ . 
^x U r {.yv—JUJ<i 'yyr)t ^f«*x VTti}>l^>^ 
^xt;r(4, ^:-:5'2 2cO^^®±{C^fl)T 
-:5'<7)jgrax'JT*^<i>^-|,<, *ll)!ffe^.W::*3V%T{4, 
«*x'jr{4, X-trjUhy?:^m-rhy-'-^ . r^^)zfy 

:>^'r—?mf^T=.:<<r)^^^^^J^^-yi'—S'<r) 
ffi, f-;?:^f-A'T-:J'^;&7->'N"^-y hx-:?^coieii 

[0 0 28] Z:iX\ •r^^f-^7-'-^<4, 2»:7nc7)H 
filT-^'T-fc^. ;<?7->'N*U y hT-^t4, 'r^' x^^ 
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f - 1^ li . mmt^ 2 0 0 A- ^>-StC . ^ L < (sy- A 
comn^mz^m Lxm^miz-^nx . c p u i j: o 

'f'ib^< -y 7 r 2 1 <7)^^^*x 'J TtCldfiSiX?. . 
[0029] mm^-^b LTti. rf y^rfflv^TA^c 

a. §'nm(^2<$:7Lwmmx'h*) . *iiitJB®icfcv% 
xii^nmi}m\'^i^ix^. 

[ 0 0 3 0 ] 4f>) ::f >'Srffll>Ti:«£W^B«&iBHt--S 
tiib<r>mM^^ii. ^N'-y 7 r 2 1 U TiCfcft 

7^i?Xf->rx-^cO/< y7r 2 l±(Ci3(t-S.iB1t{4aSr 

<y h ■r-^cO>'N'-y 7 r 2 1 ±tciJ(tS 

[003 1] zti(y<^'f-if'<ooib. as^yr±iOjj^ 

f£To-fe •yt^3*>\ C P U 1 *><i>c03<is:7uSra±t;:iJft 

2 J^7C±T'<?5*r «j zfym.'^Mmf-^t'Zmm^tifz t> CO 
T*^. ^T^C, iWJgf-^Ji, i/^^-f •y^'XT-'-^'^ 
^T-O-b -y 3 *^ C P U 1 *»A><7)±iBffi^^f*<0;K 

[0032] ±iB;KU ^-yil^r KUXx-^'ti. y\' y 

yr2 li7)^x'Jr±iOTKU-x.S:^L, tSHro-fe 
<ylM 0(i. 3fi«0--Kyd->']I;Srh'U-X7-'-:J'-CS^$ 
ixl»'N'-y 7 r 2 1 tO^xU TiOKffll^^fJS-n.-f^'X 

f--^- 7-'- ^ # jitfJaa 2: 3 o 
[00 3 3] l-:>i^^mi^m<^^'J::fyX'mSZ^tl 

h. c p u 1 {i, ^4f>j^'y(03 'A7t^m±<oiMm7-'- 

VN'-y^r 2 l^^lBlg-r-l). ^LX. ziyh\=>-y29cr> 

L < (idf -v 5 ^ 2:^T t ^aS^^aS^^i. S« 

[0 0 34] •r^*>^>, CPUlti. i^'yy^'/^X^ 
-iS'^^ro-tr.y-9-3(cWL, ^N' y7r 2 IcO^N^^x 
i;T[*Itffi^L-CV^^^;K'J ::J':^<7)lI*<7)3»:7CJigT 

[00 3 5] ■yi?XT-^'±^ro-by9-3 
#«-Kl>:fV<0]I.*c03»:7cJ^Sx-:f 



[0036] Clc7)j:3(c;Lt:*a6<i>ix/S#--i?U:/yc03 

>'< y7r 2 lco*^xUr±c7)TK^Xx-^'. -f" 
^h*>:iit»J ^ym^T Y UXf-^k LX , fiiMroHr 
•y-t^l OtcttJ&^ill,, 

[00371 JfiH^'O-fe •y1^ 1 Oti. 3ffl(0.-K"J d-i^-lS 
.^[r H UXx-^tc J: r>T5^$ix|,yN' y 7 r 2 1 <?5HA 

cmtckoT, 2 2<nm^mi.^z\,i^ ^m<07)^^j 
[0038] mn<o2wm^^:tmm-ti>fcisb<r)mm^ 

W^'•y 7 r 2 1 ^tCfctt-^iaiiffiSS-^-rX? -/ 
f—nt. j5^97-f >yi5'XT-:J'^ro-fe y-9-3*»'C 

P U 1 2»:7c¥iB±lct3{t I. H^Sr-^^C 

P U 1 *^^><50^l!)Sr-^S,y^lfl]te4r-^tci|-:^v^ 

X. mm&^\.x'\^shtx.h&m^—5'X'hh. 

[0039] #^TDHr -y-r 1 1 ti. iB#«^«s2 00*^ 
^S!^ai$*IJtADPCM (Adaptive Differential Pu 
Ise Code Modulation) x "C y 7 r 2 3tC:ie© 

>IWN'.y:7r 2 3CiB'|g$iifv:ADPCMT— rJ'S- 
^iStf-S.. -S-LT, W?Sro-fe -y-tM ADPC 

[0 04 01 -?-t-C, ^^7-o-fey9-l IJi, ys'-y^r 

2 3«^^>Sg<^tiiL/cADPCMx-:5't-^*L. f-y^^O 

[00411 iE«l«!tf*:2 0 0*»<c>SS;^ai$tLS«^7'- 

^'y<)^'CD-DA(Coiiipact Disk Digital Audio)^<OPC 
Mf-i^(7)m^l,ziiUXit. ^^Ta-b-y1fl itciO 
ADPC Mx-:J'tC^^^$ill> . 
[0042] tfz. PCMf'— :J'lC^tt-l>rc?^5A7-' 

-^'{c J: h^mn;^ -(y^^0 5 ±i,zti\,^xumfhix 
•S. ;<-f y^^'JSit^fcv^Tiifta^ix/sPCMx-^' 
(i, ^P^'o-b y-'f 1 llCflt|&$ixTADPCMx-^ 

"^Pt LXX\z'-:f}2 5i3^^liiti^fl^. 

[0043] fBI4mH5'fVN-27»i, 0IJi.{fCD-R 
OMK^'fy. >'N-Kx'f X;?h-7-f:?', 7fer-<X^H 
7^7". 7^^i^7';l^x<X:J'h'7-<7', i^'j^yr-f 
X^'F^-fy, ;<?-t>y Fii«£S?;?iKO«ll?T-feS. 

[0044 ] iei*i«f*:2 0 0{i, C?lJi{J"CD-ROM, 
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Summary. 



(57) [Abstract] 

[Technical problem] Game results, such as a waging-war game, are expressed as the 
picture which imitated the actual newspaper article. 

[Means for Solution] The attention index calculation section 103 given possible 
[ accumulation of the corresponding attention index to the character to which the 
data which are an attention index to each character and were set up for every kind 
of game situation are memorized beforehand, and it corresponds for every game 
situation generating ], It has the report picture creation section 105 which creates 
the simulation newspaper article picture which reports a waging-war situation, and 
the report image display section 1 06 which displays the created newspaper article 
picture on a monitor 22 from the extraction section 1 04 which extracts the game 
situation and character to which the start of a waging-war game and the maximum 
attention index [ in / a time / on the other hand / at least ] of an end were set, and 
the extracted game situation and a character. 
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[Translation done.] 

* NOTICES ♦ ^ 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1 . This document has been translated by computer.So the translation may not 
reflect the original precisely. 

2. shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



CLAIMS 



[Claim(s)] 

[Claim 1] A waging-war game is performed directing game situations various in 
between partner characters by making the action according to the directions from 
operating member perform to the self-character displayed on a monitor. It is the 
waging-war game report picture creation display-control program which makes the 
aforementioned monitor indicate the picture of the content relevant to a waging-war 
game by production. The data which are an attention index to each character and 
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were set up by corresponding for every kind of game situation are memorized 
beforehand. It gives possible [ accumulation of the corresponding attention index to 
the character to which it corresponds for every aforementioned game situation 
generating ]. The game situation and character to which the start of a waging-war 
game and the maximum attention index [ in / a time / on the other hand / at least ] 
of an end are given are extracted. The waging-war game report picture creation 
display-control program characterized by displaying the newspaper article picture 
which created the simulation newspaper article picture which reports a waging-war 
situation, and was created from the extracted game situation and the character on 
the aforementioned monitor 

[Claim 2] The waging-war game report picture creation display-control program 
according to claim 1 characterized by including the data set as the aforementioned 
data by corresponding for every kind of game situation which is an attention index 
for every waging war, and is further different from the kind of the aforementioned 
game situation. 

[Claim 3] The waging-war game report picture creation display-control program 
according to claim 1 or 2 characterized by including the data which were made to 
perform the aforementioned waging-war game between the self-team which consists 
of two or more characters containing a self-character, and the partner team which 
consists of two or more partner characters, are an attention index to a team and 
were set as the aforementioned data by corresponding for every kind of game 
situation. 

[Claim 4] The waging-war game report picture creation display-control program 
according to claim 1 to 3 characterized by appending the picture of the character 
which memorizes the picture of each character and was memorized to a part of 
aforementioned newspaper article picture, 

[Claim 5] The waging-war game report picture creation display-control program 
according to claim 1 to 4 characterized by memorizing the sample manuscript 
relevant to a waging-war game at least one or more to each game situation, electing 
one of the sample manuscripts which correspond from the game situation and 
character which were extracted, and applying the name of this character all over the 
display part of the specification name of this sample manuscript. 
[Claim 6] A waging-war game is performed directing game situations various in 
between partner characters by making the action according to the directions from , 
operating member perform to the self^character displayed on a monitor. It is the 
waging-war game report picture creation display-control method of making the 
aforementioned monitor indicating the picture of the content relevant to a waging- 
war game by production. The data which are an attention index to each character 
and were set up for every kind of game situation are memorized beforehand. It gives 
possible [ accumulation of the corresponding attention index to the character to 
which it corresponds for every aforementioned game situation generating ]. The 
game situation and character to which the start of a waging-war game and the . 
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maximum attention index [ in / a time / on the other hand / at least ] of an end are 
given are extracted. The waging-war game report picture creation display-control 
method characterized by displaying the newspaper article picture which created the 
simulation newspaper article picture which reports a waging-vyar situation, and was 
created from the extracted game situation and the character on the aforementioned 
monitor. 

[Claim 7] Waging-war video game equipment which performs a waging-war game, 
directing game situations various in between partner characters by making the 
action according to the directions from operating member perform to the self- 
character which is characterized by providing the following, and which is displayed 
on a monitor, and displays the picture of the content relevant to a waging-war game 
on the aforementioned monitor. An attention index storage means to memorize the 
data which are an attention index to each character and were set up for every kind 
of game situation. An attention index grant means to give possible [ accumulation of 
the corresponding attention index to the character to which it corresponds for every 
aforementioned game situation generating ]. An extraction means to extract the 
game situation and character to which the start of a waging-war game and the 
maximum attention index [ in / a time /, on the other hand / at least ] of an end 
were set. A report image display means to display a report picture creation means to 
create the simulation newspaper article picture which reports a waging-war situation, 
and the created aforementioned newspaper article picture on the aforementioned 
monitor from the extracted game situation and a character 

[Claim 8] By making a request act in a self-character according to the directions 
from the operating member to the self-character displayed on a display means A 
waging-war game is performed directing game situations various in between a self^ 
character and partner characters. It is the waging-war game report picture creation 
display-control program to which a picture including the content relevant to this 
waging-war game is displayed on the aforementioned display means. The attention 
index which is data set up by corresponding for every aforementioned game situation 
while relating to each character is memorized beforehand. Change possible 
[ accumulation of the attention index corresponding to the character relevant to this 
game situation the whole game situation generated with advance of the 
aforementioned waging-war game ], and it memorizes. The game situation and 
character to which the predetermined attention index is given when [ arbitrary ] 
advance of a waging-war game is met are extracted. The waging-war game report 
picture creation display-control program characterized by displaying on the 
aforementioned display means the picture which created the picture including the 
content relevant to a game situation, and was created from the data relevant to the 
game situation and character which were extracted. 



[Translation done.] 
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* NOTICES * 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1 This document has been translated by computer So the translation may not 
reflect the original precisely. 

2.**** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] this invention relates to the waging- 
war video game equipment, the waging-war game report picture creation display- 
control method, and waging-war game report picture creation display-control 
program which make false experience (role playing) about waging war perform in the 
self-character on a game screen instead of a game person. 
[0002] 

[Description of the Prior Art] Conventionally, as a role playing game which makes 
false experience perform in the hero character on a game screen instead of a game 
person, a hero character plays a match against a partner character (game), and the 
waging-war game which competes for victory or defeat is known. 
[0003] In the sport game which imitated baseball and soccer especially, in case a 
waging-war result is displayed, there are some which are displayed by imitating a 
newspaper article. In this case, a waging-war result is displayed by applying to the 
text picture which imitated the header of the newspaper currently beforehand 
prepared in the name of the team which defeated waging war, the record in waging 
war of a character, etc. For example, they are "OO team victory", "00 player home 
run", etc. 
[0004] 

[Problem(s) to be Solved by the Invention] However, the conditions of employment 
as the above-mentioned newspaper header were very simple like the team name 
which won, and the character name which hit the home run, therefore were lacking 
also in the variability of a header, and were what there is a fixed limitation in respect 
of a real feeling or *5|c5|o|c****, and lacks in interest nature. 

[0005] It aims at providing the waging-war video-game . equipment, the waging-war 
game report picture creation display-control method, and the waging-war game 
report picture creation display-control program which enable the game production 
which is having been made in order that this invention's might solve the above- 
mentioned problem, and giving a sex to the conditions of report adoption 10,000 
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times so to speak, for example, is rich in interest nature by bringing a waging-war 
result close to the picture which is rich in change which imitated the more nearly 
actual newspaper article. 
[0006] 

[Means for Solving the Problem] Invention according to claim 1, performs a waging- 
war game, directing game situations various in between partner characters by 
making the action according to the directions from operating member perform to the 
self-character displayed on a monitor. It is the waging-war game report picture 
creation display-control program which makes the aforementioned monitor indicate 
the picture of the content relevant to a waging-war game by production. The data 
which are an attention index to each character and were set up by corresponding for 
every kind of game situation are memorized beforehand. It gives possible 
[ accumulation of the corresponding attention index to the character to which it 
corresponds for every aforementioned game situation generating ]. The game 
situation and character to which the start of a waging-war game and the maximum 
attention index [ in / a time / on the other hand / at least ] of an end are given are 
extracted. It is characterized by displaying the newspaper article picture which 
created the simulation newspaper article picture which reports a waging-war 
situation, and was created from the extracted game situation and the character on 
the aforementioned monitor. 

[0007] Invention according to claim 6 performs a waging-war game, directing game 
situations various in between partner characters by making the action according to 
the directions from operating member perform to the self^character displayed on a 
monitor. It is the waging-war game report picture creation display-control method of 
making the aforementioned monitor indicating the picture of the content relevant to 
a waging-war game by production. The data which are an attention index to each 
character and were set up for every kind of game situation are memorized 
beforehand. It gives possible [ accumulation of the corresponding attention index to 
the character to which it corresponds for every aforementioned garhe situation 
generating ]. The game situation and character to which the start of a waging-war 
game and the maximum attention index [ in / a time / on the other hand / at least ] 
of an end are given are extracted. It is characterized by displaying the newspaper 
article picture which created the simulation newspaper article picture which reports 
a waging-war situation, and was created from the extracted game situation and the 
character on the aforementioned monitor. 

[0008] Invention according to claim 7 performs a waging-war game, directing game 
situations various in between partner characters by making the action according to 
the directions from operating member perform to the self-character displayed on a 
monitor. An attention index storage means to memorize the data which are waging- 
war video game equipment which displays the picture of the content relevant to a 
waging-war game on the aforementioned monitor, are an attention index to each 
character, and were set up for every kind of game situation. An attention index grant 
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means to give possible [ accumulation of the corresponding attention index to the 
character to which it corresponds for every aforementioned game situation 
generating ], An extraction means to extract the game situation and character to 
which the start of a waging-war game and the maximum attention index [ in / a time 
/ on the other hand /. at least ] of an end were set, It is characterized by having a 
report picture creation means to create the simulation newspaper article picture 
which reports a waging-war situation, and a report image display means to display 
the created aforementioned newspaper article picture on the aforementioned 
monitor from the extracted game situation and the character. 

[0009] According to these composition, a waging-war game is performed, directing 
game situations various in between partner characters by making the action 
according to the directions from operating member perform to the self-character 
displayed on a monitor. And a production indication of the picture of the content 
relevant to a waging-war game is given at the aforementioned monitor, that is, the 
corresponding attention index to the character to which it comes beforehand to 
memorize the data which are an attention index peculiar to a character and were set 
up for every kind of game situation, and corresponds for every generating of the 
aforementioned game situation in a waging-war game will accumulate, and will be 
given (at the time of the same game situation the same character — it is — ) That is, 
if the kind this generated to the corresponding character when generating of the 
aforementioned game situation was checked in the waging-war game is memorized, 
and the attention index corresponding to this game situation accumulates, and it is 
given at the time of a waging-war game end or generating of the aforementioned 
game situation is checked in a waging-war game, to the corresponding character, it 
will accumulate and the attention index corresponding to this game situation will be 
given each time. And the game situation and character to which the start of a 
waging-war game and the maximum attention index [ in / a time / on the other hand 
/ at least ] of an end are given are extracted, the simulation newspaper article 
picture which reports a waging-war situation is created from the extracted game 
situation and a character, and the newspaper article picture is displayed on the 
aforementioned monitor. Moreover, when also taking into consideration the attention 
index about the degree of association between characters (degree), the game 
production which is further rich in interest is attained. 

[0010] Invention according to claim 2 is an attention index for every waging war at 
the aforementioned data, and the kind of the aforementioned game situation is a 
waging-war game report picture creation display-control program according to claim 
1 characterized by including the data set up by corresponding for every kind of 
further different game situation. Since a character establishes further a game 
situation including the content which contributed to the waging-war result and it 
was made to accumulate it in the corresponding character according to this 
composition, the game production of the index to the content of attention which is 
actualized more and is rich in interest is attained. 
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[001 1] It is the waging-war game report picture creation display-control program 
according to claim 1 or 2 characterized by including the data which invention 
according to claim 3 made perform the aforementioned waging~war game between 
the self^team which consists of two or more characters containing a self-character, 
and the partner team which consists of two or more partner characters, and are an 
attention index to a team and were set as the aforementioned data by corresponding 
for every kind of game situation. Since according to this composition the character 
which may be carried by the report since it is based on team composition serves as 
plurality and the degree of association between teams (degree) is moreover also 
contained, the contents of report printing become extensive and the game 
production which is rich in interest is attained. 

[001 2] Invention according to claim 4 is a waging-war game report picture creation 
display-control program according to claim 1 to 3 characterized by appending the 
picture of the character which memorizes the picture of each character and was 
memorized to a part of aforementioned newspaper article picture. According to this 
composition, since the picture of a character is also carried by the report, the game 
production which is more rich in interest is attained. 

[001 3] Invention according to claim 5 is a waging-war game report picture creation 
display-control program according to claim 1 to 4 characterized by memorizing the 
sample manuscript relevant to a waging-war game at least one or more to each 
game situation, electing one of the sample manuscripts which correspond from the 
game situation and character which were extracted, and applying the name of this 
character all over the display part of the specification name of this sample 
manuscript. According to this composition, since the sample manuscript is prepared 
also to the same game situation for two or more minutes, the production of a report 
picture will be rich in on-the-spot photo monostromatic variability. 
[0014] Invention according to claim 8 by making a request act in a self-character 
according to the directions from the operating member to the self-character 
displayed on a display means A waging-war game is performed directing game 
situations various in between a self-character and partner characters. It is the 
waging-war game report picture creation display-control program to which a picture 
including the contents relevant to this waging-war game is displayed on the 
aforementioned display means. The attention index which is data set up by 
corresponding for every aforementioned game situation while relating to each 
character is memorized beforehand. Change possible [ accumulation of the attention 
index corresponding to the character relevant to this game situation the whole game 
situation generated with advance of the aforementioned waging-war game ], and it 
memorizes. The game situation and character to which the predetermined attention 
index is given when [ arbitrary ] advance of a waging-war game is met are extracted. 
It is the waging-war game report picture creation display-control program 
characterized by displaying on the aforementioned display means the picture which 
created the picture including the contents relevant to a game situation, and was 
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created from the data relevant to the game situation and character which were 
extracted. 

[0015] According to this composition, a waging-war game report picture creation 
display-control program performs a waging-war game, directing game situations 
various in between a self-character and partner characters by making a request act 
in a self-character according to the directions from the operating member to the 
self-character displayed on a display means, and a picture including the contents 
relevant to this waging-war game is displayed on the aforementioned display means. 
Moreover, a waging-war game report picture creation display-control program The 
attention index which is data set up by corresponding for every aforementioned 
game situation while relating to each character is memorized beforehand. Change 
possible [ accumulation of the attention index corresponding to the character 
relevant to this game situation the whole game situation generated with advance of 
the aforementioned waging-war game ], and it memorizes. The game situation and 
character to which the predetermined attention index is given when [ arbitrary ] 
advance of a waging-war game is met are extracted. The picture which created the 
picture including the contents relevant to a game situation, and was created from 
the data relevant to the game situation and character which were extracted is 
displayed on the aforementioned display means, 

[0016] The game person of the game equipment with which the waging-war game 
report image display control program of this invention was applied operates 
operating member, such as a controller of game equipment, gives the indication 
signal corresponding to the directions to the self-character displayed on display 
meanses, such as a monitor with which game equipment was equipped, to a self- 
character, and makes a request act in a seif-character. A game person operates a 
self-character, and makes it act through operating member, and a waging-war game 
including the various game situations performed between a self-character and a 
partner character is performed. The various game situations performed serve as a 
content directed based on the predetermined conditions set up beforehand, and a 
picture including the content relevant to the game situation of a waging-war game is 
displayed on a display means. 

[001 7] A display for the display means of a picture including the content relevant to 
such a game situation is realized by the waging-war game report image display 
control program concerning this invention. That is, the attention index which is data 
set up by corresponding for every aforementioned game situation while relating to 
each character which constitutes a waging-war game is beforehand memorized by 
the record medium applied to the storage means or the game equipment with which 
game equipment was equipped, and it changes possible [ accumulation of the 
attention index corresponding to the character relevant to the game situation the 
whole game situation generated with advance of the aforementioned waging-war 
game ], and memorizes. That is, an attention index is given in consideration of a 
game situation and the relation between characters to the game situation. And the 
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picture which extracted the game situation that the predetermined attention index is 
given immediately after the end of the arbitrary times of meeting advance of a 
waging-war game, for example, a waging-war game, and the character, created the 
picture including the content relevant to a game situation, and was created from the 
data relevant to the game situation and character which were extracted is displayed 
on the aforementioned display means. As a predetermined attention index, it is the 
case where an attention index is the biggest value, for example etc. 
[0018] • ' 

[Embodiments of the Invention] Drawing 1 is the block diagram showing the electric 
composition of the video game system (video game equipment) by which the game 
result display-control method concerning 1 operation gestalt of this invention is 
applied. This game system is equipped with the main part 100 of a game machine, 
and the record medium 200 with which program data etc. were recorded. The main 
part 100 of a game machine is equipped with the bus line 2 which consists of the 
address bus connected to CPU (Central Processing Unit)1 and CPU1, a data bus, 
and a control bus, and the graphics data generation processor 3. 
[0019] The main memory 5 and ROM (Read Only Memory)6 which consist of an 
interface circuitry 4, RAM (Random Access Memory), etc., the extension circuit 7, a 
parallel port 8, a serial port 9, the drawing processor 10, the voice processor 1 1, the 
decoder 12, and the interface circuitry 13 are connected to the bus line 2. 
[0020] While a buffer 21 is connected to the drawing processor 10, a television 
monitor (henceforth a "monitor") 22 is connected to it, and while a buffer 23 is 
connected, the loudspeaker 25 is connected to the voice processor 1 1 through the 
amplifying circuit 24. Moreover, while a buffer 26 is connected to a decoder 1 2, the 
record-medium driver 27 is connected to it, and the controller 29 is connected to 
the interface circuitry 1 3 while memory 28 is connected. 

[0021] As for this game system, the gestalten differ according to a use. For example, 
when this game system is constituted as home use, a monitor 22 and a loudspeaker 
25 sen/e as another object in the main part 100 of a game machine. On the other 
hand, when this game system is constituted as business use, all the components 
shown in drawing 1 are contained by one housing used as one apparatus. 
[0022] Moreover, when this game system is constituted considering the personal 
computer or the workstation as a nucleus, it sets. A monitor 22 corresponds to the 
display for computers, the drawing processor 10. the voice processor 1 1 , and the 
extension circuit 7 It corresponds to the hardware on the add-in board carried in 
some program data currently recorded on the record medium 200, respectively, or 
the expansion slot of a computer. An interface circuitry 4, a parallel port 8, a serial 
port 9, and an interface circuitry 1 3 correspond to the hardware on the add-in board 
carried in the expansion slot of a computer. Moreover, buffers 21, 23, and 26 
correspond to each area of main memory 5 or an expanded memory (illustration 
abbreviation), respectively. In addition, the case where this game system is 
constituted as home use is made into an example, and this operation form explains. 
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[0023] Next, each component shown in drawing 1 is explained. The graphics data 
generation processor 3 will play a role of a co-processor, if CPU1 says. That is, this 
graphics data generation processor 3 performs coordinate transformation and light 
source calculation, for example, the matrix of fixed-point form and the operation of a 
vector, by parallel processing. As main processings which this graphics data 
generation processor 3 performs, it is based on the coordinate data, movement 
magnitude data, and rotation data of each peak in two-dimensional [ of the image 
data supplied from CPU1 ], or 3-dimensional space, the address on the display area 
of a processing-object picture is searched for. and there are processing which 
returns the address data concerned to CPUl again, processing which calculates the 
brightness of a picture according to the distance from the light source set up 
virtually. 

[0024] Interface circuitries 4 are objects for an interface, such as pointing devices, 
such as a peripheral device, for example, a mouse, and a trackball. The program data 
as an operating system of a game system are memorized by R0M6. If it says with a 
personal computer, it is equivalent to BIOS (Basic Input Output System). 
[0025] the intra to which the extension circuit 7 was based on MPEG (Moving 
Picture EngineeringGroup) to an employable animation if needed [ JPEG (Joint 
Picture Engineering Group) or if needed ] over a still picture — extension processing 
is performed to the compression picture compressed by coding extension processing 
— decoding (decoding of the data encoded by VLC:Variable Length Code), reverse 
quantization processing, IDCT (Inverse Discrete Cosine Transform) processing, and 
intra — it is restoration processing of a picture etc. 

[0026] The drawing processor 10 performs drawing processing to a buffer 21 based 
on the drawing instruction which CPUl publishes to every predetermined time T 
(one frame, for example, 60 T=1 / seconds). 

[0027] A buffer 21 consists of RAM and consists of display area (frame buffer) and 
non-display area. Display area consists of expansion area of the data displayed on 
the screen of a monitor 22. Non-display area consists of storage areas which show 
the data which define a skeleton, the model data which define a polygon, the 
animation data which make movement perform to a model, and the. content of each 
animation, such as others, texture data, color palette data, etc., in this operation 
gestalt. [ data / pattern ] 

[0028] Here, texture data are two-dimensional image data. Color palette data are 
data for specifying colors, such as texture data, these data — from a record medium 
200 — at once — or it agrees in the advance situation of a game, divides into 
multiple times, and is beforehand recorded on the non-display area of a buffer 21 by 
CPUl 

[0029] There is a drawing instruction for drawing the drawing instruction for drawing 
a three-dimensional picture, using a polygon as a drawing instruction and the usual 
two-dimensional picture. Here, a polygon is a polygonal two-dimensional virtual 
figure, and a triangle is used in this operation form. 



2002-273048 



14 



[0030] The drawing instruction for drawing a three-dimensional picture using a 
polygon consists of brightness data in which the brightness of the polygon peak 
address data on the display area of a buffer 21, the texture dress data in which the 
storage location on the buffer 21 of the texture data stuck on a polygon is shown, 
the color palette address data in which the storage location on the buffer 21 of the 
color palette data in which the color of texture data is shown is shown, and a 
texture is shown. ^ 

[0031] Among these data, the polygon peak address data on display area are 
replaced by the polygon peak coordinate data on two-dimensional, when the 
graphics data generation processor 3 transforms the polygon peak coordinate data 
on the 3-dimensional space from CPU1 based on the movement magnitude data and 
rotation data of the screen itself. Moreover, as for brightness data, the graphics data 
generation processor 3 is determined based on the distance between the light 
sources with which the polygon peak coordinate data after the above-mentioned 
coordinate transformation from CPUl has been virtually arranged from the shown 
position: 

[0032] The above-mentioned polygon peak address data show the address on the 
display area of a buffer 21, and the drawing processor 10 performs processing which 
writes in the texture data corresponding to the range of the display area of the 
buffer 21 shown by three polygon peak address data. 

[0033] One body consists of many polygons. CPUl relates the coordinate data on 
the 3-dimensional space of each polygon with the vector data of a corresponding 
skeleton, and is memorized to a buffer 21. And the following processings are 
performed, if it puts in another way when moving a character on the screen by 
operation of a controller 29 when expressing the movement of the character itself, 
or when changing the view position which is looking at the character. 
[0034] That is, CPUl gives the movement magnitude data and rotation data of each 
polygon which were called for from the 3-dimensional coordinate data of the peak of 
each polygon currently held in the non-display area of a buffer 21, and the 
coordinate of a skeleton and the data of the rotation to the graphics data generation 
processor 3. 

[0035] The graphics data generation processor 3 asks for the 3-dimensional 
coordinate data after movement of each polygon, and rotation one by one based on 
the 3-dimensional coordinate data of the peak of each polygon, and the movement 
magnitude data and rotation data of each polygon. 

[0036] Thus, the coordinate data of level and a perpendicular direction is supplied to 
the drawing processor 10 among the 3-dimensional coordinate data of each called- 
for polygon as the address data on the display area of a buffer 21, i.e., polygon peak 
address data. 

[0037] The drawing processor 10 writes in the texture data which the texture dress 
data currently beforehand assigned on the display area of the triangle of the buffer 
21 shown with three polygon vertex address data show. On the screen of a monitor 
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22, the body with which texture data were stuck on many polygons is displayed by 

this. 

[0038] The drawing instruction for drawing the usual two-dimensional picture 
consists of brightness data in which the brightness of peak address data, texture 
dress data, the color palette address data in which the storage location on the 
buffer 21 of the color palette data in which the color of texture data is shown is 
shown, and a texture is shown. Peak address data are coordinate data which the 
graphics data generation processor 3 transforms the peak coordinate data on the 
two-dimensional flat surface from CPU1 based on the movement magnitude data 
and rotation data from CPU1, and is obtained among these data. 
[0039] The voice processor 1 1 indicates the ADPCM (Adaptive Differential Pulse 
Code Modulation) data read from the record medium 200 to a buffer 23, and makes a 
sound source the ADPCM data memorized by this buffer 23. And the voice 
processor 1 1 reads ADPCM data based on a clock signal with a frequency of 
44.1kHz. 

[0040] And the voice processor 1 1 processes conversion of a pitch, addition of a 
noise, setup of an envelope, setup of level, addition of RIBABU, etc. to the ADPCM 
data read from the buffer 23. 

[0041] In the case of PCM data, such as CD-DA (Compact Disk Digital Audio), the 
voice data read from a record medium 200 is changed into ADPCM data by the 
voice processor 11. 

[0042] Moreover, processing by the program data to PCM data is directly performed 
on main memory 5. Various processings mentioned above after the voice processor 
1 1 was supplied and being changed into ADPCM data are performed, and the PCM 
data processed on main, memory 5 are outputted from a loudspeaker 25 as voice 
after that. 

[0043] The record-medium drivers 27 are a CD-ROM drive, a hard disk drive, an 
optical disk drive, a flexible disk drive, a silicon disk drive, a cassette medium reader, 
etc. 

[0044] Record media 200 are CD-ROM. a hard disk, an optical disk, a flexible disk, 
semiconductor memory, etc. 

[0045] From a record medium 200, the record-medium driver 27 reads a picture, 
voice, and program data, and supplies the read data to a decoder 12. A decoder 12 
supplies the data which performed error correction processing by ECC (Error 
Correction Code), and performed error correction processing to main memory 5 or 
the voice processor 1 1 to the reproduction data from the record-medium driver 27. 
[0046] Memory 28 consists of electrode-holder and card type memory. Card type 
memory is for holding game various parameters like holding the state in the 
discontinuation time at the time of being interrupted in the middle of a game. 
[0047] A controller 29 is an operational operation means from the outside. The 1st 
left button 29L1, the 2nd left button 29L2. the 1st right button 29R1, the 2nd right 
button 29R2, above key 29U, Down key 29D, leftward key 29L, rightward key 29R, 
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start button 29a, It has select button 2gb, 1 st button 29c, 2nd button 29d, 3rd 

button 29e. 4th button 29f. left stick 29SL, and right stick 29SR, and the manipulate 

signal according to operation of a game person is sent out to CPU1. 

[0048] Above key 29U, down key 29D, leftward key 29U and rightward key 29R give 

the command to which a game person moves a character and cursor vertically and 

horizontally on the screen of a monitor 22 as opposed to CPU1. 

[0049] Start button 29a is for a game person directing the start of the game 

program data loaded from a record medium 200 to CPU1. Select button 29b is for a 

game person directing the various selections about the game program data loaded to 

main memory 5 from a record medium 200 to GPU1. 

[0050] Among controllers 29, if each button and each key except left stick 29SL and 
right stick 29SR are pressed from a center valve position by the press force from 
the outside, they will be turned on [ them ]. and if the press force is canceled, they 
will consist of an on-off switch which returns to the above-mentioned center valve 
position, and is turned off [ on-off switch ]. 

[0051] Left stick 29SL and right stick 29SR are the stick type controllers of the 
same composition mostly with the so-called joy stick. That is, it continues in the 
direction of 360 degree which has the upright stick and contains front and rear, right 
and left by using the predetermined position of this stick as the supporting point, 
and has composition which can be concentrated. And according to the devotion 
direction and devotion angle of a stick, the value of the x-coordinate of the 
longitudinal direction which makes an upright position a zero, and the y-coordinate 
of a cross direction is sent out to CPU1 as a manipulate signal through an interface 
circuitry 13. 

[0052] In addition, it changes with the 1st left button 29L1, the 2nd left button 29L2, 
and game program data to which the function of the 2nd right button 29R2 is loaded 
from a record medium 200 by reaching 1st right button 29R1. 
[0053] Next, outline operation of this game system is explained. An electric power 
switch (illustration abbreviation) is turned ON, and a power supply is supplied to a 
game system. If the record-medium driver 27 is loaded with the record medium 200 
at this time, CPU1 directs read-out of the program data from a record medium 200 
to the record-medium driver 27 based on the operating system memorized by ROM6. 
Thereby, the record-medium driver 27 reads a picture, voice, and program data from 
a record medium 200. The picture, voice, and program data which were read are 
supplied to a decoder 12, and error correction processing is performed here. 
[0054] The image data to which error correction processing was performed in the 
decoder 1 2 is supplied to the extension circuit 7 through a bus line 2, after 
extension processing mentioned above is performed here, is supplied to the drawing 
processor 10 and written in the non-display area of a buffer 21 by this drawing 
processor 10. 

[0055] Moreover, the voice data to which error correction processing was performed " 
in the decoder 1 2 is written in main memory 5, or is supplied to the voice processor 
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1 1 and written in a buffer 23. 

[0056] Moreover, the program data with which error correction processing was 
performed in the decoder 12 are written in main memory 5. Henceforth. CPU1 
advances a game based on the game program data memorized by main memory 5 
and the contents which a game person directs through a controller 29. That is, 
CPU1 performs control of an image processing, control of speech processing, and 
control of internal processing suitably based on the contents of directions directed 
by the game person through a controller 29, 

[0057] Issue of the drawing instruction which contains address data and the 
brightness data on calculation of the coordinate of each skeleton or calculation of 
the peak coordinate data of a polygon, supply to the obtained graphics data 
generation processor 3 of 3-dimensional coordinate data or view position data, and 
the display area of the buffer 21 for which the graphics data generation processor 3 
asked as control of an image processing from the pattern data applicable to the 
animation directed in a character in this operation gestalt, for example etc. is 
performed. As control of speech processing, the issue of a voice output command to 
the voice processor 1 1 , level, RIBABU, etc. are specified. As control of internal 
processing, the operation according to operation of a controller 29 etc. is performed. 
[0058] The image data to which error correction processing was performed in the 
decoder 12 is supplied to the extension circuit 7 through a bus line 2, after 
extension processing mentioned above is performed here, is supplied to the drawing 
processor 10 and written in the non-display area of a buffer 21 by this drawing 
processor 1 0. 

[0059] Moreover, the voice data to which error correction processing was performed 
in the decoder 12 is written in main memory 5, or is supplied to the voice processor 
1 1 and written in a buffer 23. 

[0060] Moreover, the program data with which error correction processing was 
performed in the decoder 12 are written in main memory 5. Henceforth, CPU1 
advances a game based on the game program data memorized by main memory 5 ' 
and the contents which a game person directs through a controller 29. That is. 
CPU1 performs control of an image processing, control of speech processing, and 
control of internal processing suitably based on the contents of directions directed 
by the game person through a controller 29. 

[0061] Drawing 2 is the block diagram showing the functional realization means 
which CPU1 centering on operation of the video game system shown in drawing 1 
has with the main memory 5. the buffers 21 and 23, the television monitor 22, the 
loudspeaker 25, the controller 29, and record medium 200 of the circumference of it. 
Here, illustration of the expedient top of explanation, an interface circuitry, a bus, 
etc. is omitted. 

[0062] In addition, the case where a baseball game is performed in a video game 
system is explained, and it enables it to perform the waging-war game which 
constitutes a self-team from two or more characters which imitated the player. 
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respectively, and plays a game with a partner team (it consists of two or more 
partner characters) with this operation form. Moreover, with this operation form, a 
waging-war game is performed and there is a function which imitates an actual 
newspaper article and carries out image display of this waging-war game result. 
Based on every character and the information about the relevance between 
characters (degree of association), or the relevance between teams, an attention 
index is set up corresponding to each game situation, and it gets down (prepared). It 
is given to the corresponding character and team in response to generating of a 
game situation each time, and the picture which imitated the newspaper article is 
formed and displayed by extracting the highest information on an attention index at 
the time of a game end. 

[0063] CPU1 is equipped with the waging-war game advance control section 101, 
the game situation generating judging section 102, the attention index calculation 
section 103, the extraction section 104, the report picture creation section 105, and 
the report image display section 106. Main memory 5 is equipped with the individual 
data memory 51, the generating item data memory 52, the attention index data 
memory 53, and the sample report data memory 54. 

[0064] The individual data memory 51 is what memorizes the personal data matched 
for every character. A player name, back number, affiliation team, main position, and 
sub position. The information about each character, such as information about 
capacity, such as information about attributes, such as a defense plate, the last 
enrollment tearn, and pro total years, and fielder special capacity, the number of 
home runs, an RBI, the batting average, power, running ability, defense force, 

and a tune of every day on game time, is memorized. 

[0065] A defense position is expressed, a main position shows the defense position 
of a character concretely, and the above-mentioned main position, a sub position, 
and a defense plate have a pitcher, a catcher, a first baseman, a second baseman, a 
third baseman, a shortstop, a left outfielder, a pin center,large outfielder, and 
outfielder Wright. As well as main position information, a sub position shows the 
defense position of a character concretely, and expresses the defense position 
which can be protected besides a main position. A defense plate shows the defense 
position of a character abstractly, and is eight kinds of inside and outside (a catcher 
or outfield) (Uchino or outfield) and ****** (a catcher, Uchino, or outfield) the inside 
of a pitcher, a catcher, Uchino, the outfield, and ** (a catcher or Uchino), and ** 
outside. 

[0066] Moreover, in the case of a pitcher character, the earned run average, speed 
of a pitched ball, a pitcher attribute, control, stamina, the variation of a breaking 
pitch, the sphere specific name of a special breaking pitch, pitcher special capacity, 
etc. are included in the information about a character. 

[0067] Furthermore, the blow record for every game, the pitcher record for every 
game, blow record of a season total, and pitcher record of a season total are 
matched with each character, and the individual data memory 51 memorizes as 
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information about each character. 

[0068] The blow record for every game has memorized as data the kind of the 
number of at-bats, the number of hits, the number of two-base hits, the number of 
three-base hits, the number of home runs, an RBI, a score, a walk, the number of 
strikeouts, stolen bases, the number of blunders, the home run highest flight 
distance, the inning that carried out the fine play, blow results this month, the latest 
predetermined number of at-bats, for example, past 8 at-bat, condition, an injury day, 
and injury etc., respectively. 

[0069] The pitcher record for every game has memorized the number of times of 
pitching, a strikeout, the number of victories, the number of defeat, the number of 
save, the number of successful pitching, a walk, a hit by pitch, points lost, the 
number of pitching, a hit allowed by a pitcher, condition, etc. as data, respectively. 
[0070] Blow record of a season total has memorized the days of the number of at- 
bats, the number of hits, an RBI, a score, the number of strikeouts, a defense 
opportunity, the number of home runs, stolen bases, the number of blunders, a 
hitting streak, continuation getting to the first base, an injury day, a participation 
game, the special statuses (a slump, leg injury, etc.), and the special status etc. as 
data, respectively. 

[0071] Pitcher record of a season total has memorized the number of times of 
pitching, the number of strikeouts, points lost, the number of victories, the number 
of defeat, the number of save, the number of successful pitching, a walk, a hit by 
pitch, the number of participation, the continuation number of games saved in relief, 
the recovery condition, etc. as data, respectively. 

[0072] In the record medium 200, corresponding to each item of the information 
which affects every player s (character) attention index, the information which 
affects the attention index about between characters, the information which affects 
the attention index for every team, and the information which affects the attention 
index for every game, an attention index (mark) is set up and it memorizes. 
[0073] As information which affects the attention index for every player the degree 
of popular of the special capacity relevant to a game, and the second half of a 
season — each title (the batting average — ) An RBI, a home run, steal home, the 
number of victories, the number of strikeouts, the earned run average, save, the 
percentage of victories. Or [ the number in connection with each title is / whether it 
has gone up to the rookie-of-the-year capture candidate, or / a good number of an 
as (for example, ten home runs) ] or [ that the number of strikeouts is / waging-war 
partner teams, such as 50 etc. pieces, / old haunts ] — fielder results (the number 
of hits — ) The item according to the game situation also including the contents 
relevant to games, such as the number of home runs, the number of RBIs, stolen 
bases, the number of strikeouts, a fine play, ****, walk or HBP, and pitcher results 
(a victory, defeat, save, a strikeout, the number of walks or HBPs, the number of hits 
allowed by a pitcher, the number of home runs-ed, points lost, earned run), is 
prepared. 
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[0074] There is whether confrontation is performed synchronously as information 
which affects the attention index about between characters. 

[0075] There is whether successive victories and consecutive defeats have started 
whether it is the game in which the championship has started, magic reduction has 
started as information which affects the attention index for every team, or a primacy 
team is involved. 

[0076] There is whether the blow result was dramatic in whether it was as a result 
of [ which opted for the game ] the blow as information which affects the attention 
index for every game. 

[0077] The waging-war game advance control section 101 controls advance of a 
waging-war game by directing operation according to operation by a game person s 
controller 29 in a character, since this waging-war game imitates a baseball game, 
operation of an attack and defense is performed repeatedly and a game advances. 
[0078] The game situation generating judging section 102 judges whether the game 
situation associated as an item which affects every every player, between 
characters, team, and the attention index for every game occurred, and whenever 
the item which affects an attention index into a game occurs further, it memorizes it 
one by one to the generating item data memory 52. 

[0079] The attention index calculation section 103 reads the content memorized by 
the generating item data memory 52, and gives a corresponding attention index to 
the corresponding player (or corresponding team). When the same item occurs on 
the same player and the same team, the last score accumulates and it is given to it. 
Moreover, the attention index which corresponds if the item which affects the 
attention index for every content of a game occurs is given to the corresponding 
player, and, thereby, the attention index for every player and the attention index for 
every game are added together by this player. This attention index calculation 
section 103 also combines grant processing of the attention index for every team, 
and is performed. The attention index data memory 53 memorizes the attention 
index computed in the attention index calculation section 1 03 in table form, and the 
player or the team, and the item that affects an attention index are matched, 
respectively. 

[0080] The extraction section 104 extracts the information on the character (or 
team) and the game situation of having the highest index among the attention 
indices computed by the attention index calculation section 1 03 at the time of a 
waging-war game end. 

[0081] The report picture creation section 105 creates a newspaper article picture 
by compounding with the picture which imitated the actual newspaper while reading 
the character corresponding to the character (or team) and game situation which 
were extracted by the extraction section 104 from a sample manuscript. The sample 
report data memory 54 has memorized the sample manuscript corresponding to each 
of an item which affects an attention index, and a newspaper article picture is 
created with a character or a team name etc. which the sample manuscript 
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corresponding to the item extracted in the extraction section 1 04 is read by the 
report picture creation section 105, and corresponds to the extracted item. 
[0082] The report image display section 106 displays the newspaper article picture 
created by the report picture creation section 105 on a television monitor 22, and 
displays a screen as shown in drawing 3 or drawing 4 . 

[0083] Next, the game screen where a waging-war result is displayed is briefly 
explained with reference to the game screen shown in drawing 3 and drawing 4 . In 
addition, this game screen is an example for explaining the display of a waging~war 
result, and it is also possible to constitute the display of a waging-war result from an 
another game screen. 

[0084] The game screen shown in drawing 3 is created based on the item memorized 
as information which affects the attention index for every contents of a game 
"whether the blow result was dramatic." Specifically, in the waging-war game, the 
character Y "xxx" of the team T catches **** B (which **** was struck or 

it has memorized as data) the "fastball" of the character X "OOO", a game-ending 
homer is hit, and the game result at the time of winning a game is displayed. 
[0085] The game screen shown in drawing 4 was created based on the item 
memorized as information which affects the attention index for every team "whether 
successive victories and consecutive defeats have started", the name of the team T 
"****" was applied to OO of the picture of "defeating OO successively", and the 
newspaper article picture was created. Since the pitcher character Z "***5Me*" was 
furtjiermore defeated in the last waging war, the name of the character Z 
was applied to 00 of the picture of "glaringly vivid 00 revenge", and the newspaper 
article picture was created. 

[0086] Drawing 5 is a flow chart which shows the procedure of the waging-war game 
report picture creation display-control method. First, a waging-war game is 
performed by the waging-war game advance control section 101 (ST1). If judged 
with the item which affects an attention index having occurred by the game situation 
generating judging section 102 (it is YES at ST2), the item data will be related with a 
character, a team, etc., and will be memorized by the generating item data memory 
52 (ST3). After execution of a waging-war game is completed (it is YES at ST4), 
calculation of an attention index is performed by the attention index calculation 
section 1 03 for every item of a team for every item of each character again, and a 
calculation result is memorized by the attention index data memory 53 (ST5). 
Subsequently, size comparison of attention index data is performed among the 
contents of storage of the attention index data memory 53, and the information that 
an index is the highest is extracted (ST6). A corresponding report sample is chosen 
from the extracted information, a character or a team, and the content of the 
corresponding item are incorporated in this, a newspaper article picture is created 
(ST7), and it is displayed on a monitor 22 by the report image display section 1 06 
(ST8). 

[0087] This item is memorized whenever the item which affects the attention index 
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for every player memorized by the record medium 200 with this operation form in 
the case of calculation of an attention index occurs. Although an attention index is 
computed by reading the contents of storage after a waging-war game end, 
whenever the item which affects it not only this but into a waging-war game at the 
attention index for every player occurs, the mode which computes an attention 
index is sufficient as this invention. In this case, if the attention index calculation 
section 103 is judged as the item which affects the attention index for every player 
memorized by the record medium 200 (read to the buffer 21 by the inside of a game) 
having occurred in the game situation generating judging section 102, it will give a 
corresponding attention index to the corresponding player (or corresponding team). 
Therefore, the calculation processing by the attention index calculation section 103 
reads the current value which is the corresponding player (or team) and is 
memorized by the memory section of a generating item, it is made as [ add / this 
attention index / to it ], and this result is memorized again (updating). 
[0088] With this operation form, although explained as the display-control method of 
the game result in a baseball game, this invention is applicable not only to this but 
the game which imitated other sport games, such as a soccer game, and a basket 
game, a volleyball game, and other games other than a sport game. . 
[0089] 

[Effect of the Invention] According to invention given in claims 1, 6, and 7, since a 
newspaper article picture is formed based on an attention index, it becomes a thing 
near a more nearly actual newspaper article, and becomes the game to which a real 
feeling or ******3mc is rich in increase and interest. 

[0090] According to invention according to claim 2, the game production of the index 
to the contents of attention which is actualized more and is rich in interest is 
attained. 

[0091] According to invention according to claim 3, the contents of report printing 
become extensive and the game production which is rich in interest is attained. 
[0092] According to invention according to claim 4, since the picture of a character 
is also carried by the report, the game production which is more rich in interest is 
attained. 

[0093] According to invention according to claim 5, the production of a report 
picture will be rich in on-the-spot photo monostromatic variability. 
[0094] According to invention according to claim 8. the game situation of a waging- 
war game and the attention index corresponding to the character relevant to the 
game situation In case the game to which the waging-war game report picture 
creation display-control program which is changed possible [ accumulation ], is given 
and relates to this invention is applied is performed The interrelation between the 
results of the character in the game situation of a waging-war game and a waging- 
war game and a character etc. is changed, the picture in which the result of such a 
waging-war game was reflected is created, and since it is displayed, the game which 
is rich in change for the game person of a game can be offered. 
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[0095] According to this invention, the game which was rich in interest nature can 
be directed as mentioned above by bringing a waging-war result close to the picture 
which is rich in change which imitated the more nearly actual newspaper article by 
so to speak giving a sex to the selection conditions of the report displayed as a 
picture including the contents relevant to a game situation 10,000 times. 
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DESCRIPTION OF DRAWINGS 

[Brief Description of the Drawings] 

[Drawing 1] It is drawing showing the video game structure of a system concerning 1 
operation gestalt of this invention. 

[Drawing 2] It is the block diagram showing the functional composition of CPU in the 
video game system shown in drawing .1 . 

[Drawing 3] It is drawing showing the game screen displayed on the monitor of the 
video game system shown in drawing 1 . 

[Drawing 4] It is drawing showing the game screen displayed on the monitor of the 
video game system shown in drawing 1 . 

[Drawing 5] It is the flow chart which shows the procedure of the waging-war game 
report picture creation display-control method. 
[Description of Notations] 
1 CPU 

22 Television Monitor (Monitor) 
29 Controller 

51 Individual Data Memory 

52 Generating Item Data Memory 

53 Attention Index Data Memory 

54 Sample Report Data Memory 

1 00 Main Part of Game Machine 

101 Waging-War Game Advance Control Section 
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102 Game Situation Generating Judging Section 

1 03 Attention Index Calculation Section (Attention Index Grant Means) 

104 Extraction Section (Extraction Means) 

105 Report Picture Creation Section (Report Picture Creation Means) 

106 Report Image Display Section (Report Image Display Means) 
200 Record Medium (Attention Index Storage Means) 
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